fomnia 3 


A train passenger beholds a chilling image in her cabin mirror. 


FALLS RUN 
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“I wrote this module 
for my friend Paul, who came from 
North Carolina to visit me when I 
lived in Ohio. He drove along a night- 
mare of a highway. Grafton, WV is 
right around where the B&O would 
cross US 250. I hope it strikes as 
much terror into your players’ hearts 
as it did in Paul’s.” 


“Falls Run” is an AD&D® adven- 
ture using the Masque of the Red 
Death campaign expansion to the 
RAVENLOFt® rules, The adventure is 
suitable for 2-4 beginning characters, 
including not more than one spell- 
using character. 


Adventure Background 


A year ago—on December 23, 
1889—a train en route from 
Baltimore to Cincinnati derailed in a 
heavy snowstorm a few miles from 
the town of Grafton, West Virginia, 
The passengers on the train found 
shelter in the tiny coal-mining village 
of Falls Run and waited in comfort. 
among the welcoming Appalachian 
folk of the village while the storm 
grew only worse over the next few 
days. By the 27th, the storm had 
moved on, and another train was able 
to carry the passengers on to their 
destination—a few days late, but none 
the worse for wear. Except for one 

Edward Gravits, a journalist, was 
traveling to Cincinnati to be with his 
fiancée for Christmas, Bored and 
restless in Falls Run, he soon stum- 
bled upon indications that not all of 
the folk of Falls Run were as gentle 
and welcoming as they seemed. He 
began snooping around and discov- 
ered the existence of a secret society 
of adepts in the village. These adepts 
caught Gravits and tortured him to 
death for learning too much. 

Unable to reunite with his fiancée, 
the distraught Gravits refused to 
leave the world entirely, instead 
becoming a restless spirit. He returns 
on the anniversary of his fateful train 
journey, haunting the train he took 
while attempting (indirectly) to 
wreak his revenge on the members of 
the evil qabal. 

These adepts are organized in ser- 
vice to a wolfwere called Jessik. They 
call themselves the Sleeping Wolf and 
meet in the basement of the local bar 
and grill in Falls Run, also called the 
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Sleeping Wolf. A sidebar later in the 
adventure describes Jessik and the 
members of the group. 

The PCs are drawn into the 
adventure as they travel from 
Baltimore to Cincinnati—on the same 
railroad line that Edward Gravits 
traveled exactly one year ago. 


For the Player Characters 


The PCs begin the adventure in or 
near Baltimore, Maryland—the 
Eastern hub of the Baltimore & Ohio 
Railroad. Washington, D.C, and even 
Philadelphia are close enough—the 
characters end up on the same rail- 
road line. Ideally, they are riding the 
train for a perfectly ordinary reason, 
such as visiting family for Christmas, 
but other motivations are possible. 
The adventure begins on the train 
westward, 

The train leaves Baltimore on 
Tuesday, December 23, 1890, at 6:10 

. From Baltimore to Cincinnati is 
a trip of 400 miles, with tickets cost- 
ing $12 one-way ($24 round-trip). 
With stops, expected bad weather, 
and other normal delays, the railroad 
schedules 15 hours for the trip. 

The PCs should be allowed to have 
a suitcase full of clothes and the sorts 
of items they would need on a trip of 
this nature. Any other equipment 
found on the lists in A Guide to 
Gothic Earth is allowable, so long as 
the player can justify the character's 
bringing such equipment on this trip. 
Weapons such as handguns are rea- 
sonable; explosives are probably not. 

The Christmas season makes this 
train rather crowded, and the PCs are 
pressed to find a seat on the train. 
Whether the characters already know 
each other or not, they are seated 
together in one section of the train— 
in the last of the empty seats. If they 
did not know each other previously, 
they have several hours to get 
acquainted before anything interest- 
ing happens. 


On the Train 


The train consists of three engines 
(with a huge snow plow affixed to the 
front locomotive), a baggage car, a 
dining car, and five Pullman sleeper 
cars. The PCs are seated in the mid- 
dle sleeper car. Read the following to 
the players at this time: 


Finally settled in your seat after 
pressing through crowds of holiday 
travelers for what seems like hours, 
you allow yourself a deep breath 
and begin to relax. Your seat is 
upholstered in fine cloth, and the 
chandelier in the ceiling over the 
aisle gives you a comforting, warm 
light. The fold-down bunk over your 
head is exquisitely decorated, and 
the well-dressed porters are moving 
down the aisle with graceful effi- 
ciency. 

The Pullman cars are ornately 
decorated, inside and out, and 
sumptuously furnished. The main 
chamber of the car consists of 
twelve compartments of two facing 
seats, a row of six compartments on 
either side of the car. These seats 
fold together to form a lower bunk, 
while an upper berth folds down 
from the ceiling of the car. Curtains 
are pulled around each bunk for pri- 
vacy. A gas chandelier hangs in the 
aisle between each pair of compart- 
ments. 

At the forward end of the main 
compartment, a curtain leads into a 
narrow hallway linked to the car 
entrance. The hall bends around the 
smoking room and ends before a 
door leading to the vestibule 
between cars. At the rear end of the 
sleeping compartment, a second cur- 
tain opens into another hallway, 
which leads to a rear vestibule iden- 
tical to the forward one. A door in 
this hallway leads to a drawing 
room. 


— 


The events on the train are pre- 
sented in sequence. Time is a more 
important factor than location while 
the PCs are confined to the train. 
Events happen as described regard- 
less of where the characters are at 
the time. 


9:50 r.m. Many people have some 
preconceived notions about 
Appalachia, particularly West 
Virginia. To some, it conjures images 
of isolation—of backwards hillbillies 
miles from civilization. These preju- 
dices serve to create the proper 
atmosphere for this adventure. If you 
wish to play on them, you may simply 
note to the players that the train 
makes a brief (15-minute) stop at 
9:50 P.M. in the town of Keyser, West 


Virginia. Perhaps it sticks in the 
mind of one character when the con- 
ductor announces the stop, simply 
because the character has never seen 
West Virginia before. It should not be 
presented as a significant fact; it sim- 
ply sets the scene for what happens a 
few hours later. 


10:15 p.m. With all the passengers 
from Keyser loaded on the train, the 
porters start making their way 
through the cars to fold out the 
berths for sleeping. If the PCs do not 
wish to go to sleep, they are welcome 
to retire to the dining car, the draw- 
ing room, or the smoking room (men 
only), but the bunks are to be folded 
out now, and the lights in the car will 
be dimmed. 


11:15 P.M. If the PCs are anywhere 
in the car which contains their seats 
(in their bunks, in the smoking car, or 
in the drawing room), read or para- 
phrase the following description. 


A piercing scream filled with 
horror echoes through the car. A 
young woman in her bedclothes is 
sprawled on the aisle floor, shriek- 
ing as she stares horrified at the 
berth beside her. The curtains of 
that bunk have been thrown back, 
and a man lies thrashing within, 
flailing wildly as if to ward off some 
demonic madman. 

The man falls out of the bunk, 
yet no assailant follows him—just a 
simple pocket knife, surrounded by 
an eerie blue glow. The knife rises 
into the air before your eyes and 
plunges deep into the man’s back! 
The woman continues to scream 
horribly as blood seeps onto her 
bedclothes. A soft gurgling noise 
escapes the man’s mouth as he 
begins to slump lifeless. 

But then the man jerks up and 
staggers to his feet. Stiffly, the man 
reaches under his bunk and pro- 
duces a large box with a handle. 
Like some hideous automaton, he 
smashes the box against the floor, 
causing small pieces of delicate 
machinery to fly out from the 
ruined box. After mindlessly crash- 
ing the box down onto the floor a 
few more times, the man gives a 
slight cough and collapses face-first 
on the cabin floor. Only this time, 
he does not stir again. 
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Edward Gravits 


Edward Gravits (ghost): INT 
high (14); AL N(E); AC -1; MV 9; HD 
4; hp 18; THACO 17; #AT 1; Dmg 1d4 
(hurled objects up to 20 pounds, ten 
foot range); SA domination; SD spell 
immunity, invisibility, silver or magi- 
cal weapon to hit; SZ M (5'6" tall); 
ML Special; XP 2,000, 

Edward Gravits was a journalist 
and freelance reporter. He was 
aboard a train from Baltimore to 
cinnati to see his fiancée for 
Christmas when that train derailed. 
Finding shelter in Falls Run, he 
snooped into the affairs of the 
Sleeping Wolf and was tortured and 
killed by the adepts and their 
wolfwere master. As the anniversary 
of his torture and death approaches, 
Gravits rises from the grave as a 
ghost, haunting the train he took on 
his fateful journey, seeking revenge 
against the brutal men and women 
who robbed him of his life and his 
love. 

Gravits cannot. simply materialize 
in Falls Run and bring the members 
of the Sleeping Wolf to a grisly end, 
as many spirits would do. Perhaps 
because of his journalistic back- 
ground, Gravis is forced to replay 
the events leading up to his death— 
beginning with the crash of the B. & 
O. train, Every action he takes is 
designed to prod the PCs into doing 
basically what Gravits did before he 
was killed, so that they can expose 
the group and bring them to justice, 
as Gravits wished to do in life. Yet 
every action is also twisted by the 


evil nature of what he has become. 
He does not hesitate to kill innocent 
ystanders to bring events about as 
he intends, 

Gravits’ ghost is invisible but has 
the unusual ability to appear in 
reflections. He can do this in three 
different ways: He can make his 
reflection appear in a mirror show- 
ing his actual location, he can substi- 
tute his reflection for the reflection 
of a body he is currently dominating, 
or he can make his reflection appear 
in place of another person’s reflec- 
tion, 

In his reflection, he appears as a 
tall and thin young man, clean-cut 
and handsome. His dark hair is cut 
close to his head, his eyes are deep- 
set, and his cheekbones are promi- 
nent. His expression is contorted 
with pain and grief. 

Combat: As a ghost, Gravits is 
insubstantial, making him very diffi- 
cult to wound in combat. Silver or +1 
or better weapons are capable of hit- 
ting him, and even then his Armor 
Class is prohibitive. He is also invisi- 
ble, except for his reflection, Trying 
to hit him using his reflection as a 
guide, the attacker receives only a -2 
to hit, rather than the normal —4 for 
striking an invisible opponent. If 
attacked in this way, Gravits gener- 
ally chooses to make his reflection 
disappear. 

Gravits is immune to spells that 
affect biological processes, including 
sleep, hold, and death spells. He is 
vulnerable to other forms of attack. 
Holy water inflicts 1d8 hp damage 
per vial. He can be turned as a 


wight. Printer’s ink actually keeps 
Gravits away, because of its associa- 
tion with his former life. If presented 
towards him in a direct manner, 
Gravits must remain at least 40 feet 
away from the substance and cannot 
take direct action against the person 
holding it. Printer’s ink can also be 
used to create a barrier around a 
room’s perimeter or the like; Gravits 
is unable to cross the barrier. 

Gravits has no physical attack of 
his own but can use telekinesis to 
hurl objects weighing up to 20 
pounds. The range of these attacks is 
10 feet, and Gravits must be at the 
location of the object he’s “throwing.” 
Damage inflicted is 1d4 hp. 

Gravits also has the ability to 
dominate a human body, The victim 
must be dying—that is, at 0 hp or 
lower. The victim receives no saving 
throw to avoid the ghost’s control 
and dies immediately when Gravits’ 
spirit vacates the body. 

Habitat/Society; Gravits is a 
ghost with a transient existence, He 
comes into being on the first 
anniversary of his death; it can be 
surmised that if the PCs are not suc- 
cessful in bringing the Sleeping Wolf 
to justice, he will appear again in a 
year, He appears on the same train 
which runs between Baltimore and 
Cincinnati on December 23, 
Otherwise, he has no habitat or soci- 
ety to speak of. 

Ecology: As an undead thing, 
Gravits’ ghost is not a part of any 
natural ecosystem, 


‘These events occur very quickly, 
and there is little that the P¢ n do 
to stop their course, The knife is too 
small and moving too quickly to 
grasp. The man is the train telegra- 
pher, Martin Hammond, and the box 
he smashed was the box relay—used 
to send a telegraph on the wire that 
runs along the railroad track in the 
event of an emergency on the train. 
The ghost. of Edward Gravits killed 
the telegrapher and destroyed the 
box relay to ensure that, when the 
train does crash, the passengers are 
forced to go to Falls Run for help. 

During all this, the ghost is visible 
as a reflection in the windows of the 
train—holding the knife as it attacks 


the telegrapher and in place of the 
man’s reflection as he smashes the 
box relay. If any of the players explic- 
itly state that their characters are 
looking around while the telegrapher 
is under attack or smashing the box 
relay, they may see Gravits’ reflection 
in the train windows. Describe the 
ghost to the player using the descrip- 
tion in the sidebar above. 

The screaming woman, Elise 
Stephens, had been sitting in the seat 
opposite the telegrapher and had con- 
versed with him earlier in the 
evening. She knows his name and his 
job and the function of the relay, but 
very little more about him. Elise is 
traveling with her sister, Elaine, and 


their cousin, Alvin Stephens, who 
were sitting in the two seats across 
from Elise and the telegrapher. Elise 
had the top bunk, immediately above 
Hammond, and fell out of it as she 
tried to investigate the cause of the 
thrashing in the bunk below. 

Moments after the telegrapher col- 
lapses, a self-important man with a 
handlebar moustache rushes from 
the front of the train to the scene and 
stoops over the dead man’s body. 
Looking up, he asks, “What happened 
here?” He is Geoffrey Leeey, the train 
spotter (a detective employed by the 
railroad to catch crooked conductors), 
By this time, Gravits is no longer vis- 
ible in the windows. 
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Leecy sets about “investigating” 
(he’s really much better at catching a 
conductor pocketing a fare than 
investigating bizarre murders), ask- 
ing everybody on the 
battery of useless qu 
Everyone in the car saw what hap- 
pened, more or less, as they peeked 
their heads out from their bunks. 

The train has already passed the 
town of Rowlesburg, West Virginia, 
and is now traveling through a 
stretch of mountains with no major 
settlements. Leecy advises the con- 
ductor that the train should stop in 
Grafton to wire the railroad and take 
on a new telegrapher. The train is 
scheduled to reach Grafton at 12:10, 
but it never arrives there. 


1 
gets tired of Geo! 
tions and reali: 
of a hindrance as the telegrapher: if 
Leecy were to take charge of an 
investigation into the Sleeping Wolf 
in Falls Run, the adepts would never 
be brought to justice! Read or para- 
phrase this description to the players: 


It's been about twenty minutes 
since this all started, and that dolt 
Leecy is still questioning the other 
passengers. Suddenly, though, in 
mid-sentence, he lets out a little 
yelp, almost a squeal. Sparks and 
flashes of blue seem to leap from his 
jacket and hover in front of him, 
and then you see what has hap- 
pened: some unseen force has pulled 
Leecy’s own gun from under his 
jacket and is now pointing the gun 
at Leecy’s head! He stands stock- 
still, white as a sheet, visibly trem- 
bling as a drop of sweat works its 


way down his nose. 


Any PC attempting to wrest con- 
trol of the gun from the ghost must 
make a successful Strength check— 
even if this only disrupts Gravits’ aim 
(putting the character or innocent 
bystanders at risk). Again, if a player 
character thinks to look at the win- 
dows of the train, Gravits is visible as 
a reflection, apparently holding the 
gun. Anyone trying to grab the gun 
feels an eerie chill around it, but no 
physical presence. 

If thwarted, Gravitz takes no fur- 
ther action against Leecy. The train 
spotter becomes an emotional wreck 


Grafton 


Eastern Taylor Country, 
West Virginia 
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from this point on, unable to function 
in his capacity as an investigator. 

At this point, everyone on the car 
is standing and hysterical. A PC with 
a high Charisma could help calm the 
other passengers, and any character 
who thinks to do this should be 
awarded a bonus of 100 XP. 


11:50 P.M. The passengers are only 
starting to quiet down when Gravits 
manifests himself again. Starting at 
the rear end of the train, in the rear- 
most sleeper car, things start moving, 
apparently of their own accord, 
accompanied by more wild flashes of 
blue sparks. Read this description to 
the players as the ghost reaches their 
car: 


Screams and cries of alarm erupt 
from the car behind you. In an 
instant, the reason becomes appar- 
ent. The curtains at the rear of the 
compartment are ripped open with 
a shower of blue sparks, and you 
can see the drawing-room door 
behind the curtain banging open 
and closed apparently of its own 

accord. The lower berths buckle 


of those around you. 


with some unseen force and col- 
lapse, while the upper berths 
bounce up and down. The curtains 
around the bunks open and shut 
frantically, all the while suffused 
with that same blue glow. The force 
seems to be moving forward 
through the car, throwing loose 
objects into the air, smashing per- 
sonal belongings against the walls 
and ceiling, all amid the terrified 
cries of the other passengers. 
Seconds later, the curtain at the 
front of the car is torn open as well, 
and doors begin to slam in the for- 
ward hallway. Soon the screaming 
begins in the car ahead, the sound 
mingled with the terrified sobbing 


Gravits’ ghost uses his telekinetic 
powers to wreak this havoc in every 
car, beginning at the rear. In the din- 
ing car, the phenomenon is the same, 
with food and cutlery flying through 
the air, china and glass smashing on 
the walls and floor. Any character in 
this car must make a Dexterity check 
to avoid taking 1-2 hp damage from 
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The Sleeping Wolf 


The Sleeping Wolf is a group of 
Underlings (see A Guide to Gothic 
Earth, page 107) serving a wolfwere 
Demilord named Jessik. The 
wolfwere has organized this group as 
part of his bid for power as he seeks 
to overthrow his Lord, a greater 
wolfwere called Andrew Warren. 
Using spellbooks stolen from 
Warren, Jessik has helped the mem- 
bers of the group learn the rudi- 
ments of magic, hoping to turn them 
into mighty adepts whose power will 
support him in his assault on 
Warren when the time comes. 

The Sleeping Wolf consists of 
seven adepts, all citizens of Falls 
Run. The leader is Bill Cutler, the 
town’s cobbler, along with his wife 
Jenny (a midwife). Ron Cordingham, 
the proprietor of the Sleeping Wolf 
bar and grill, is also a member of the 
sinister qabal. Ellen Hood (a seam- 
stress), Sue Miller (a housewife), 
Phil Dexter (a miner), and Joe 
Walker (another miner) are the other 
four members. Their game statistics 
and descriptions are given below. 

The group meets once a week, on 
Sunday afternoons, and only rarely 
at other times. All the members have 
alibis explaining their whereabouts 
at that time to spouses, family, and 
friends, but some have family mem- 
bers who are less than completely 
satisfied with these alibis. 

Bill Cutler: AL LE; AC 10; MV 
12; M4 (qabalist); hp 11; THACO 19; 
#AT by weapon; Dmg by weapon; S 
10, D 13, C 12,1 13, W 13, Ch 16; ML 
15; shotgun or army pistol. Spells: 
charm person, shield, unseen servant; 
scare, Tasha’s uncontrollable hideous 
laughter. Proficiencies: English lan- 
guage, cobbling-16, forbidden 
lore-12, prognostication—13, sixth 
sense—11, spelleraft-11 (13 for 
enchantment/charm spells), tanning 
—13. Home: area 8. 

Bill Cutler, the town cobbler, is 
the nominal leader of this tiny net- 
work of adepts. He is a striking man, 
about 5'8", and quite stocky. His 
black hair is tied back in a short 
ponytail, but wisps of it are always 
escaping around his face, and his 
hairline is receding significantly. His 
face is broad, his eyes constantly 
shifting. He gives the impression of 


not really paying attention when one 
speaks to him. 

Bill Cutler was Jessik’s first 
recruit into what was to become the 
Sleeping Wolf. His frustrated aggres- 
sive nature—frowned upon in a 
small, quiet community like Falls 
Run—quickly found free expression 
in his work for the wolfwere, and he 
saw magic as a tool to bully people 
and get ahead in life. In gathering 
other members into Jessik’s “pack,” 
he has sought like-minded people — 
people, often enough, without any 
real power or position in town, peo- 
ple who have some frustration to 
vent, people looking for an edge to 
advance their own position at other 
peoples’ expense. 

The Cutlers tell their children 
that they simply go on a long walk 
up the Run every Sunday afternoon. 
Their oldest child, Doris, is resentful 
of the closeness her parents share 
and often complains about their 
Sunday walks, among other things. 
To make sure no suspicion is 
aroused, the Cutlers always walk up 
the Run before circling back through 
the woods to reach the Sleeping Wolf 
bar and grill. 

Jenny Cutler: AL LE; AC 10; MV 
12; M3 (qabalist); hp 8; THACO 20; 
#AT by weapon; Dmg by weapon; S 
12, D 12, C 12,117, W 14, Ch 14; ML 
14; shotgun or derringer. Spells: 
detect magic, sleep; invisibility. 
Proficiencies; English language, 
ancient religion (European pagan- 
ism)—14, cooking-17, forbidden 
lore-16, healing—15, midwifery—18, 
psychometry—12, spelleraft—15, 
toxicology—15. Home: area 8. 

Jenny Cutler is Bill’s wife and the 
town midwife. She has a much better 
reputation in town than Dr, Korek, 
the physician, at least among the 
women. She is an attractive woman 
with strong features. She tries to 
keep her frizzy brown hair back out 
of her face, usually without much 
success. Her eyes are blue, and 
unlike her husband’s, they have a 
tendency to stare—though again 
without managing to convince those 
who speak to her that she really 
cares what they have to say. 

Jenny does not share her hus- 
band’s aggressive nature but is 
drawn to magic and the dark work of 
the Sleeping Wolf out of a spiritual 


drive, She feels drawn to the primal 
forces of nature and “witchcraft,” 
alienated as she is from the sterile 
science of modern medicine. Magic for 
her is an expression of the natural 
power of life, though she abuses that 
power in seeking to fulfill the goals 
of her capricious master, Jessik. 

Ellen Hood: AL NE; AC 10; MV 
12; M2 (qabalist); hp 6; THACO 20; 
#AT by weapon; Dmg by weapon; S 
11, D 15, C 11, I 13, W 13, Ch 14; ML 
13; derringer. Spells: hypnotism, 
unseen servant. Proficiencie 
English language, cooking—13, eti- 
quette—14, forbidden lore-12, musi- 
cian (piano)-14, religion (American 
Protestant Christianity)-13. 
singing-14, spelleraft—11, tailor—-15. 
Home: area 7. 

Ellen Hood is the local seam- 
stress, working with her tailor hus- 
band, Peter. Ellen is a plain and 
roundish woman, yet with a pleasant 
personality that shines through her 
bright brown eyes and warm smile. 
Her long, dark hair is kept in a tight 
bun, and she dresses simply. 

Ellen is a very conservative type, 
fond of the “old ways” of doing just 
about everything and very threat- 
ened by the changes in society that. 
seem to come hand-in-hand with 
changes in technology. She tells her 
husband that she goes to see Sue 
Miller every Sunday, 

Ron Cordingham: AL LE; AC 
10; MV 12; M2 (qabalist); hp 8; 
THACO 20; #AT by weapon; Dmg by 
weapon; S 14, D 9, C 16, I 12, W 10, 
Ch 14; ML 15; shotgun. Spells: sleep, 
chill touch. Proficiencies: English 
language, brewing-12, cooking—12, 
forbidden lore—11, pugilism (+2 to 
unarmed attack rolls), spelleraft—10 
(12 for necromantic spells). Home: 
area 21. 

Ron Cordingham is the proprietor 
of the Sleeping Wolf bar and grill— 
the town’s only eating and drinking 
establishment, located where Falls 
Run Road meets the main road 
between Thornton and Grafton. In 
appearance, he is not a stereotypical 
bartender—he stands just over five 
feet tall and has a slim, wiry build. 
His grey hair has an unfashionable 
bowl cut, rough around the edges, 
and his dark eyes move constantly. 
He rarely smiles yet manages to 
come off as friendly enough. 


— 
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Ron has a familiar—a tabby cat 
named Zody. This animal is a regular 
around the Sleeping Wolf, something 
of a mascot for the place and much 
loved by all the regular patrons—as 
much for its sly intelligence as any- 
thing else. 

Ron is a wicked man, dedicated to 
his own material comfort and totally 
heedless of the needs and comfort of 
others. He runs the bar and grill 
strietly for profit and rarely, if ever, 
extends credit. He is not faithful to 
his wife and sometimes beats both 
her and the children. Joellen attrib- 
utes his behavior to alcohol, but the 
truth is that Ron does not drink—he 
prefers to keep his mind completely 
clear while inflicting suffering on 
others. He believes he should be the 
leader of the group, but it is precisely 
these personality traits which con- 
vince everyone else that Bill Cutler 
is a more appropriate leader. 

Since the Sleeping Wolf is closed 
on Sunday, Ron tells his wife and 
family that he’s going to do some 
cleaning at the establishment 
Sunday afternoon. Joellen, his wife, 
does not approve of this violation of 
the Sabbath, and that disapproval— 
combined with fear of his anger 
keeps her from ever stopping over to 
check on him during that time. 

Phil Dexter: AL LE; AC 10; MV 
12; M1 (qabalist); hp 4; THACO 20; 
#AT by weapon; Dmg by weapon; S 
17, D 14, C 13,19, W 14, Ch 14; ML 
12; shotgun, rifle, club, Spell: change 
self, Proficiencies: English language, 
backstabbing, forbidden lore-8, hide 
in shadows-12, move silently—12, 
spellcraft-7. Home: ar 

Phil Dexter, a miner, was involved 
in organized crime before moving to 
Falls Run from Grafton. He is a big 
fellow and somewhat brutish in his 
ways—not brilliant, but not stupid 
either. He towers above most every- 
one else in town at 6'4" and could 
probably beat anyone else in town in 
a contest of strength (except perhaps 
his constant companion, Joe Walker). 
He is also surprisingly nimble, capa- 
ble of moving quickly and quietly, or 
of isappearing into the shadows. 
His blond hair is short, and his blue 
eyes reflect nothing of what is going 
on behind them, He is interested in 
magic primarily to help him pursue 
less mundane criminal activities, and 


he has no qualms about participat- 
ing in the occasionally grisly affairs 
of the group. 

Sue Miller: AL LE; AC 8; MV 12; 
M1 (qabalist); hp 3; THACO 19; #AT 
by weapon; Dmg by weapon; S 9, D 
16, C 14, I 14, W 12, Ch 14; ML 9; 
derringer or improvised weapon. 
Spell: charm person. Proficiencies: 
English language, cooking—-14, danc- 
ing--16, forbidden lore-13, musician 
(flute)-15, pick pockets—14, 
singing-14, spelleraft—12 (14 for 
enchantment/charm spells). Home: 
area 14, 

Sue is an attractive woman and a 
flirt, but in no way pleasant to be 
around. She has long blond hair and 
dresses with a certain lack of propri- 
ety (according to the standards of the 
time). Her blue eyes tend to reveal 
her disdain of everyone around her, 
as does her leering grin. 

Sue was born and raised in Falls 
Run but has desires to leave and 
explore the world. She considers her- 
self superior to everyone in the 
town—in looks, intelligence, educa- 
tion, morality, and prospects—and 
acts as though she wants everyone to 
acknowledge that fact. She has 
turned to magic as a way of trying to 
gain acceptance, using charm person 
spells with distressing regularity to 
make people at least act as if they 
like her, Her husband and all four 
children are charmed, which tells 
volumes about the pathetic depth of 
Sue's neediness. 

Joe Walker: AL LE; AC 10; MV 2; 
M1 (qabalist); hp 5; THACO 20; #AT 
by weapon; Dmg by weapon; S 18, D 
8, C 15, I 18, W 8, Ch 14; ML 10; 
shotgun or army pistol. Spell: shield. 
Proficiencies: English language, for- 
bidden lore-12, gaming-13, pugilism 
(+2 to unarmed attacks), spell- 
crafi—11, taxidermy (mammals)-6. 
Home: area 4. 

Joe Walker is a miner who dab- 
bles in taxidermy (although he’s not 
very good at it). He has been Phil 
Dexter's best friend since they began 
working in the mines together seven 
years ago. This barrel-chested man 
stands 6'3". Joe lacks Phil's grace 
and ease of movement, making 
excessive noise with the slightest 
movement, from breathing to shift- 
ing in his seat. Like Phil, he keeps 
his dark hair cropped short, and he 


is prone to vacant, wide-mouthed 
stares. 

Joe is a follower, doing things 
with Phil simply because Phil does 
them, He joined the Sleeping Wolf for 
that very reason, over Bill Cutler's 
reservations. Although he is not stu- 
pid, he is not thoughtful either. He 
and his wife Janet (the school- 
teacher) are about as mismatched as 
any couple in Falls Run in that 
respect. 

Jessik (wolfwere): INT 16; AL 
CE; AC 3; MV 15; HD 5+1; hp 30; 
THACO 15 (14 with Strength bonus); 
#AT 1 or 2; Dmg 2d6 (bite) and 
weapon (+1 Strength bonus); SA 
singing causes lethargy; SD iron or 
+1 or better weapon to hit; MR 10%; 
SZ M; ML 14; MM/363; knife. 

Jessik is a wolfwere—one of the 
last members of a race that used to 
wander freely through the forests of 
the Allegheny and Appalachian 
mountains, Thirsty for power, Jessik 
allied himself with a greater 
wolfwere and became an agent of the 
Red Death, In his growing hunger 
for power, he is now plotting to over- 
throw his master, Andrew Warren, 
and has gathered this group of 
adepts to provide the magical fire- 
te his plan. 

Jessik is deeply intrigued by 
humanity. His race has watched with 
mingled hatred and fascination as 
humanity has developed from simple 
hunters and gatherers to modern 
industrialists, and some part of 
Jessik longs to be a part of that 
development, to learn from humanity 
and not simply to feed on them. He 
also recognizes that they possess 
great pow power that has driven 
them to dominate the world—and he 
craves a share of that power. He has 
gathered the members of the 
Sleeping Wolf essentially as tools for 
his own purposes, but he respects 
the power they command as even 
low-level adepts. He is careful, how- 
ever, to cloak his respect behind a 
facade of hostility, remaining gruff, 
aloof, and irritable in the presence of 
his disciples. Even when he bullies 
them, he is watching them closely, 
studying their reactions. 

Jessik’s natural form is that of a 
huge wolf, standing 5' tall at the 
shoulder. His coat is grey, but with a 
brown streak running along his 
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spine and down his tail. In his half- 
human form, he retains this col- 
oration. His preferred human form 
is female, always of great physical 
beauty. He has no specific forms he 
uses regularly, preferring to remain 
anonymous rather than attempting 
to maintain any consistent human. 
identity. He always carries a guitar 
(he loves the music of Vivaldi) and 
generally poses as a traveling enter- 
tainer of some sort. 


The Sleeping Wolf’s Spellbooks 


All of these are valuable books to 
someone who knows what to look for. 
They are either ancient, foreign, or 
artistic enough to be of interest to 
collectors, to whom they are worth 
perhaps $100. To an adept (or 
would-be adept), the books are worth 
much more. Good-aligned adepts 
would pay dearly for such a book, 
while evil adepts who learn of the 
books’ existence will go to any 
lengths to obtain them. Of course, if 
the true nature of a book is 
unknown to the character selling it, 
there is no reason for an adept to 
pay any more than a collector. 

In any event, the books cannot be 
sold in Falls Run. They must be 
taken to a substantial city in order 
to find an appropriate buyer. 

Codex Romae: A third century 
Roman spellbook, the original name 
of which is lost, this book is con- 
cerned with beguilement—holding 
sway over the mind of another indi- 
vidual. In addition to the text of the 
spells themselves, the book theorizes 
about the psychological process of 
winning control over another human 
mind, in terms of ancient philosophy 
rather than modern psychology. This 
portion of the book is in Latin. The 
codex is written on papyrus, and the 
pages are simply stitched together 
with no cover. Some of the first 
pages, containing the original title of 
the book as well as introductory 
material, are lost. The book is fragile 
but holds together under very care- 
ful handling. If it is treated roughly 
(stuffed in luggage, carried in a 
backpack, used as a shield, etc.), it 
must roll a saving throw of 10 or 
better, or else some pages crumble to 
the point where they are ruined. 
Each time this happens, assume 


that one spell (chosen randomly) is 
lost from the book, and the value of 
the book to a collector decreases by 
$15. 

(1) charm person, hypnotism, 
sleep; (2) scare, Tasha’s uncontrol- 
lable hideous laughter; (3) sugges- 
tion; (4) emotion; (5) domination. 

On Things Unseen: This carly 
seventeenth century English tome is 
roughly contemporary with the 
works of Shakespeare and the King 
James Bible. It contains a few spells 
plus lengthy theories about the 
behavior of light and magical ema- 
nations, invisibility, and detection 
magic in general. For its age, it is in 
remarkably good shape and quite 
sturdy—probably thanks to the very 
heavy binding of the book. The cover 
is made of quarter-inch thick sheets 
of wood covered with leather, and 
the pages are vellum. A small lock 
holds the book closed; any PC with 
the open locks proficiency can open 
it with a successful check at +4, 
while a character without the profi- 
ciency can jimmy the lock open with 
a successful Dexterity check at —6. 

(1) change self; detect magic, 
shield; (2) detect invisibility, invisi- 
bility, locate object. 

Book of Lesser Summonings: 
This is a modern work by a contem- 
porary Bostonian, written on loose 
sheets of hand-made paper tied 
between two thin boards covered 
with leather. The author was appar- 
ently quite insane, possessed of a 
truly twisted mind. Attempting to 
learn any of the spells contained in 
the book is cause for a horror check, 
made with a +2 modifier to the roll. 
Only one horror check need be made, 
regardless of how many spells are 
learned. The theoretical portion of 
the book is scant but describes (in 
roundabout fashion) magical sum- 
monings, theorizing a parallel 
between the functioning of these 
spells and the functioning of a tele- 
graph, and speculating as to what. 
“wires” the summons might flow 
along. 

(1) chill touch, find familiar, 
unseen servant; (2) summon swarm; 
(3) phantom steed. 


flying silverware or shards of glass. 
When the ghost has moved through 
this car, he enters the luggage car, 
where a dreadful cacophony marks 
his presence, with pieces of luggage 
flying through the air. If the PCs 
have fragile items in their luggage, 
regardless of where that luggage is 
on the train, those items must make 
saving throws vs. fall to avoid break- 
age. Bonuses to these saving throws 
might be allowed if the items are 
carefully packed. Glass photographic 
plates, binoculars, graphaphones, and 
other fragile objects could be broken 
by the impact. 

Following the noise in the luggage 
car, there is a moment of silence, just 
long enough for people to start 
breathing agai 


The sobs and moans of the pas- 
sengers desist, and you realize that 
the screams from the rest of the 
train have stopped. You can almost 
feel the air move as the passengers 
finally dare to breathe again. 

Then, an inhuman shriek of 
metal pierces your ears. The train 
lurches forward, sending passen- 
gers sprawling in the aisles, and 
the steady rhythm of the wheels 
increases its tempo. The steam 
whistle bellows forth a sustained 
note of terror as the train reaches 
speeds which do not seem possible. 
Passengers cry out in panic, their 
gasps swallowed the squeal of 
metal, a horrific wrenching noise, 
and a low rumbling that seems to 
go on and on. 

The train lurches suddenly, 
heaving passengers from their seats 
and the aisle. You are thrown for- 
ward, unable to steel yourself 


against the imminent catastrophe. 


When the train lurches forward, 
standing PCs must make a Dexterity 
check at —4 to remain standing. A 
character climbing over the coal car 
and into the third engine (another 
two Dexterity checks to avoid falling 
off the train!) sces the engineer 
writhing face-down on the engine 
floor, pinned by some invisible force, 
and the fireman lying dead beside the 
furnace, The train then barrels from 
the track, throwing everything into 
utter chaos. The characters lose con- 
sciousness, at least briefly. When they 
awake, it is midnight. 
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12:00 Midnight. Read the follow- 
ing description to the players: 


It is strangely quiet. In fact it 
takes a moment. for you to realize 
you're still alive. Others around 
you are beginning to move amidst 
the wreckage of the train, and you 
realize you are not even badly hurt. 
You were lucky. 

Everything seems shrouded in 
eerie silence. The movements of the 
others seem soundless—even the 
flames engulfing the engine seem 
to burn in silence, casting an omi- 
nous glow on the thick clouds over- 
head. 

Then one sound does reach your 
ears, reassuring you that you still 
have your hearing: the howling of 
wolves at a great distance, almost 
like a heavenly choir. 

Outside the wreckage of the 
train, the snow-cloaked mountains 
rise up, oblivious to your plight 
The snow is falling hard, but 
towards the north you can barely 
make out a few lights glinting off 
snow on the mountainside, offering 
a hinted promise of warmth and 
comfort. 


The location of the crash is shown 
on the map of eastern Taylor County, 
marked with an X. The village of 
Run is a mile north of the crash 
rafton is about two and a half 
miles west, and Thornton is two miles 
east. If the PCs do not head more or 

Run, they find the 
now only increasing in intensity and 
the wind blowing right in their faces. 
Nature seems to be conspiring with 
Gravits to bring the PCs to Falls Run. 

The engineers, the firemen, the 
conductor, and just about anyone else 
who's connected with the railroad and 
is killed in the crash, along with 
seven of the 120 passengers and two 

rters. There are eight surviving 
s and other servants on the 
train, but they do not know proper 
procedures in a case like this. The 
survivors are looking for leadership, 
many are wounded, and all are trau- 
matized by the crash. The leadership 
of a PC with high Charisma, or even 
a PC with a decisive attitude, can 
make a tremendous difference here. 
Such a character quickly finds willing 
souls to take orders and help calm 
the chaos. Another bonus of 100 XP 
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Townsfolk come to the rescue of stranded train passengers. 


should be awarded to a PC who can 
take charge of this dismal situation. 

While the survivors of the wreck 
are getting themselves together—or 
as PCs prepare to lead the survivors 
through the snow towards those dis 
tant lights—read the following: 


Looking again toward the lights 
on the ant hillside, you realize 
with a start that one of them seems 
to be moving! A large shape plows 
through the snow, and you see that 
the moving light is part of this 
shadow. Your blood begins to pound 
in your ears as fear runs up your 
spine. You hear a jingling noise and 
the gentle crack of a whip, and you 
begin to make out the shape of two 
horses pulling a sleigh. Walking 
behind the sleigh and its driver are 
a number of other shapes. 


Turner and the half-dozen men with 
him begin distributing blankets to 
the train passengers, then lead the 
way back to Falls Run—carrying the 
weak and wounded on the sleigh 


‘The army of survivors trudges 
through the snow along the railre 
tracks for perhaps a mile. Your feet 
are so cold and your eyelashes so 
caked with ice that you've lost track 
of distance and time. Soon, the 
white monotony of the snow is bro- 
ken by hulking shadows, which you 
dimly recognize as houses. The men 
lead you toward a pair of open 
doors from which light and warmth 
spill out. A sign above the doors 
reads “Mount of Olives Baptist 
Chui A crew of women has 
already prepared some huge pots of 
steaming soup. 


The man driving the sleigh is 
Reuben Turner. He is leading a res 
cue mission from the village, having 
heard the noise of the train wreck. 


The men on the rescue party are 

Reuben Turner, Al Fisher, T.J. Miller, 
Ron Iler, Robert Kranken, Nathaniel 
Wyatt, and Phil Dexter. 
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Rumors in Falls Run 


You may roll randomly on this 
table (1d10), or pick and choose 
rumors for the PCs to hear at appro- 
priate times during the adventure. 

1. Last Thursday, everyone in the 
Sleeping Wolf tavern seems to have 
fallen asleep at the same time. True. 
Besides Cordingham, there were only 
six patrons—Ron Iler, Al Fisher, 
Nathaniel Wyatt, and three out-of- 
towners—and a major fight was 
erupting. Cordingham used a sleep 
spell to quiet the patrons and pre- 
tended that he had been affected too, 
so it remains an unexplained mys- 
tery, But Cordingham laughs, saying 
they don’t call it the Sleeping Wolf 
for nothing! 

2. Zachary Butler is a psychopath 
who would tear small children limb 
from limb if given half a chance. 
Patently false. Butler is harmless. He 
lives in area 3. 

8. Ron Iler has shot two wolves 
near his house already this winter! 
True. The Hers live in area 1. 

4. Doctor Korek is an atheist. 
False. He is a scientist, but he and 
his family attend a Presbyterian 
church in Grafton—whereas every- 
one else in Falls Run goes to the 
Baptist church. Dr. Korek lives in 
area 13. 

§. Larry Lukas is a drunkard. 
True. The Lukases live in area 16, 

6. Luanne Fisher, the black- 
smith’s eldest daughter, is a girl of 
low morals. Half-true. She’s 17 and 
very rebellious, but not that rebel- 
lious. The Fishers live in area 11. 

‘7. Most everyone in town seems 
to like Sue Miller, present company 
excepted. I just can’t understand 


why folks seem so crazy about her. 
It's not like she’s ever done anything 
nice for anyone. But folks fawn all 
over her. True. Sue Miller makes lib- 
eral use of charm person spells to get 
favors from people, and she never 
does anything for anyone in return. 
Sue is a member of the Sleeping Wolf 
and is detailed in the sidebar 
describing that group. She lives in 
area 14. 

8. Paul Booth, Thelma’s husband, 
ran off last month with a singer at 
the church’s Thanksgiving fair, leav- 
ing her with five young children to 
take care of by herself, with no 
steady income. The oldest son, Don, 
is only nine. Folks in town help take 
care of her, but her people are in 
Martin’s Ferry, Ohio. Another half- 
truth; Paul was seduced by Jessik in 
human form and later devoured by 
the wolfwere. Thelma lives in area 5. 

9. The Turner house is haunted. 
The family has mentioned strange 
footsteps and doors slamming, that 
sort of thing. Probably not true, 
unless the DM wishes to come back 
to this in a later adventure. The 
Turners like attention. Their house is 
area 18. 

10. The Cutlers are a strange 
pair. They always seem distracted 
when you're talking to them, as if 
they've got better things to do. Oh, 
don’t get me wrong, they’re good 
people, always in church, and Jenny 
must have brought every child in 
Falls Run into the world. Half-true. 
Yes, the Cutlers are strange people. 
No, they're not good people. They are 
the leaders of the Sleeping Wolf and 
are detailed in the sidebar describ- 
ing that group. Their house is area 8. 


Folks are moving about, bringing 
extra blankets and cots, and setting 
them up around the fellowship hall. 
A festive atmosphere pervades the 
room. The warmth of the church is 
a welcome respite from an other- 
wise harrowing experience! It’s not 
long before someone mentions how 
odd it is that a train crashed in the 
same spot exactly one year earlier. 


The women making soup in the 
church are Joellen Cordingham, Doris 
Turner, Denise Fisher, Elizabeth Iler, 
Irene Kranken, Agnes Wyatt, Dotty 


Dexter, May Lukas, and Thelma 
Booth. Phil Dexter is a member of the 
Sleeping Wolf, participating in the 
rescue party only because his good- 
hearted wife, Dotty, made him. 


Falls Run 


Falls Run (population 92) is a poor 
coal-mining community just east of 
Grafton, West Virginia. Most of the 
houses are simple shanties with 
water pumps, outhouses, kerosene 
lamps for light, and only a single cen- 
tral stove for heat. Notable exceptions 
are the Baptist church, the Sleeping 


Wolf tavern, the Cordingham house, 
and Doctor Korek’s house. These 
buildings are the only ones with coal 
furnaces, indoor plumbing, and more 
than a single private bedroom. 

Pigs wander the town freely, kept 
by nearly every resident, identified to 
their owners by cuts in their cars. 
Most men and some women chew 
tobacco, leaving brown stains in the 
fresh snow. Most of the folks travel 
the length of the run by foot, some- 
times bringing a mule with them for 
carrying goods. 

Falls Run Road, along which the 
village’s houses are built, runs along- 
side Falls Run Creek (folks around 
here call it a “crick”), which meets 
Three Fork Creek just past the main 
road. The creek is completely frozen 
over in this harsh winter storm. By 
the time the PCs wake up in the 
morning, several feet of snow cover 
the icy creek, so the course of the 
stream is marked only by a slight 
indentation in the deep snow. 

The town of Falls Run lies along 
the creek and a little ways up the hill 
face to the cast. Further up the creek, 
on its west side, are some coal mines, 
where the majority of the male popu- 
lation of the town is employed. The 
mines are owned and operated by the 
Zorex Coal Company (see area 19). A 
railroad track running along the 
western hillside above the village 
allows pushcarts to bring coal from 
the mines down to the tracks along 
the main road and from there to 
Grafton, where the company’s main 
regional office and distribution head- 
quarters are located. 

The east fork of Falls Run Road 
leads along winding mountain roads 
(virtually impassable in this weather) 
to another road connecting Grafton 
and Morgantown. 

Every Thursday, in the lot behind 
the church, the town has a small 
farmer's market, which allows the 
folks of Falls Run to buy necessities 
without having to travel all the way 
to Grafton. Twice a year, during the 
Thanksgiving and Easter seasons, the 
church and village sponsor a larger 
fair that attracts more merchants 
and some entertainment as wel 
Unfortunately, several of the fairs in 
the last few years have been marked 
by unfortunate incidents—the 
McCullen murders at the Easter 1889 
fair and the disappearance of Paul 
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Booth at the Thanksgiving 1890 fair. 
The two incidents were far enough 
apart that no one really connects 
them when, in fact, both were the 
work of the wolfwere Jessik. 

The map key below describes the 
buildings and people of Falls Run. 
Events occur around the PCs as 
Edward Gravits continues to make 
his presence known; this sequence of 
events is detailed after the map key. 


Encounters in Falls Run 


The most important buildings in 
town, and the ones the PCs are most 
likely to visit (at least at first), are 
the Mount of Olives Baptist Church 
(area 10), the Sleeping Wolf Bar & 
Grill (area 22), and the telegraph 
office, which is located within the 
Zorex Coal Company office (area 19). 


1. Iler Residence. Ron Iler, a 
miner, lives here with his wife 
Elizabeth and their five children, The 
Iler home is nestled up in the woods 
on the outskirts of town, so Ron is 
something of a “first line of defense” 
against the hungry wolves that some- 
times prowl into town, hoping to grab 
a pig. He’s shot two this winter- 
unusual this early in the season—and 
folks in the village are a little worried 
about what that might portend. He 
sold both wolf carcasses to Joe 
Walker (area 4), who stuffed them. 


2. Dexter Residence. Phil 
Dexter, a miner, lives here with his 
wife Dotty and their three children. 
Phil is a member of the Sleeping Wolf 
and is fully detailed in the sidebar on 
pages 56-58, 


8. Butler Residence. Zachary 
Butler, a miner, lives here. Zachary is 
mentally disabled and unwed. The 
folk of the town are apt to whisper 
strange rumors about his behavior, 
none of which are grounded in truth. 
Actually, Zachary is a pious and 
benevolent soul who wouldn’t hurt a 
flea. He enjoys going to church and 
wishes he understood more of what. 
he heard. 


4. Walker Residence. Joe Walker, 
a miner and taxidermy hobbyist, lives 
here with his wife Janet and their 
four children. A stuffed wolf adorns 
the front stoop of the house. Joe is a 


member of the Sleeping Wolf. Janet is 
the schoolteacher and plays the piano 
in the church as well. 


5. Booth Residence. Thelma 
Booth lives here with her five chil- 
dren, Donny, the oldest, is 9 years old. 
Thelma’s husband, Paul, was seduced 
and killed by Jessik a month ago; 
everyone in town believes he ran off 
with a singer at the annual church 
Thanksgiving fair, 


6, Schoolhouse. Janet Walker 
(see area 4) is the teacher in this one- 
room schoolhouse. School is not in 
session during the adventure, and the 
children of the village are frequently 
seen running around in the snow, 
building snowmen and throwing 
snowballs. 


7. Hood Residence. The tailor, 
Peter Hood, and his seamstress wife 
Ellen, live and work here. They are 
childless, Peter minds the church and 
cemetery grounds (areas 9 and 10), 
Ellen keeps the church interior clean 
and also belongs to the Sleeping Wolf. 


8. Cutler Residence. Bill Cutler, 
the town cobbler and the leader of the 
Sleeping Wolf, lives here. His wife 
Jenny is the local midwife (also a 
member of the Sleeping Wolf). They 
have seven children; the oldest, Doris, 
is nineteen. 

Doris Cutler is frustrated with her 
parents, and she’s annoyed with the 
marked shortage of interesting boys 
her age in the village. Last year, she 
spent a lot of time tagging along with 
Edward Gravits as he snooped 
around the town; in fact, it was an 
idle comment of hers which first 
alerted the members of the Sleeping 
Wolf to his investigation. Gravits told 
her that he thought something was 
fishy in Falls Run, and she repeated 
this suspicion to her mother, 

Doris is resentful of the closeness 
her parents share and often com- 
plains about their “Sunday constitu- 
tionals” (when actually they are 
meeting with the Sleeping Wolf), as 
well as dozens of other slights, real 
and imagined. 


9. Cemetery. This little cemetery 
is unexceptional. The graves here go 
back to 1871, shortly after the village 
was founded. One stone mausoleum 
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News Clippings 


The following tidbits can be found 
in rifling through back issues of 
Clyde Johnsson’s small newspaper, 
Falls Rundown. They are presented 
in chronological order, from oldest to 
most recent, which is probably not 
the order in which the PCs unearth 
them. There are three articles, deal- 
ing with (in order) the massacre of 
the McCullen family in April of 
1889, the train crash in December 
1889, and the disappearance of 
Gravits in December 1889. The first 
of these articles involves the work of 
Jessik, the wolfwere. Note that the 
report of the McCullens’ death is not 
entirely accurate. In fact, the bodies 
were found mauled and half-eaten, 
as if by a giant wild animal. 
Constable David Wells (see area 12) 
is the only one in Falls Run who 
knows this. 


Friday, April 26, 1889— 
McCullen Massacre!! 

Family of Nine Found Dead In 
Their Home! 

Tt was certainly the worst crime 
ever committed in Falls Run—a sign 
that the deterioration of decency and 
morals has no longer confined itself 
to the cities. The entire McCullen 
family was found dead in their 
homes this week, their throats slit 
by some villainous criminal. It is 
almost certain that some vagabond, 
having come to Falls Run during the 
Easter festival, is responsible for the 
deed. Constable Wells and police 
from Grafton are investigating any 
sordid characters who might have 
attended the fair. 

Teddy McCullen will be sorely 


missed on the Board of Trustees of 
the Church, and Mary's voice will 
echo in our memories as the choir 
sings. The happy voices of Anne, 
Margaret, Toby, Obed, and Eugene 
will never more be heard piping up 
in their Sunday School classes, and 
even the screaming of the infant 
twins, Katie and Jessica, will be 
missed by us all. 

“Blessed are the dead which die 
in the Lord from henceforth,” the 
Scriptures tell us: “Yea, saith the 
Spirit, that they may rest from their 
labours; and their works do follow 
them.” As the whole town of Falls 
Run grieves these horrible deaths, 
let us cling to that promise and, 
filled with the fear of God, do our 
utmost to bring this vicious killer to 
justice. 


Friday, December 27, 1889— 
B. & O. Crash Brings Christmas 
Guests to Falls Run 

No one in our peaceful village is 
unaware of the railroad derailment 
which brought nearly two hundred 
travelers to stay in Falls Run over 
the Christmas holiday. On Monday 
night, the westbound train from 
Baltimore struck a broken rail and 
plowed into a snowbank one mile 
south of town. Miraculously, no one 
aboard the train was seriously 
injured, even though several cars 
turned on their sides in the crash. 

Church-goers rallied to prepare a 
meal for the passengers on the night 
of the crash. The town shared a holi- 
day supper at the church on 
Christmas Eve. Hopes are that 
tonight or, at the latest, tomorrow, 
these good folks will be sped on their 
way to their homes and families. 


Friday, January 3, 1890— 
Missing Rail Passenger Stumps 
Constable Wells 

All of us here in town are certain 
to remember Edward Gravits, a jour- 
nalist among the nearly two hun- 
dred B. & O. train passengers who 
spent Christmas in Falls Run last 
week. Mr. Gravits brought himself to 
the attention of many in the village 
with his persistent questions. His 
apparent inability to ride out the 
snowstorm which held the passen- 
gers here for four days was regarded 
with amusement by many locals, 
irritation by others. Edward Gravits 
has been missing since the train 
arrived from Grafton to pick up the 
stranded passengers. It is believed 
that Mr. Gravits did not board the 
train. 

Mr. Gravits’ fiancée, Miss Jane 
Carpenter of Cincinnati, wired the B. 
& O. offices in Baltimore last 
Saturday morning, when the replace- 
ment train arrived in Cincinnati 
without Gravitz aboard. The railroad 
was unable to account for Mr. 
Gravits’ absence from the train and 
wired Constable David Wells here in 
Falls Run to inquire. Constable Wells 
promised an investigation, and he 
has been busily asking questions in 
the week since—to no avail. 
Constable Wells has turned up no 
clues as to the location of Mr. 
Gravitz. 

Naturally, anyone with informa- 
tion to offer that might help clear up 
this mystery is urged to contact 
Constable Wells with great haste. 


houses John and Norma Falls, the 

matriarch and patriarch of the origi- 
nal village. Perhaps two dozen head- 
stones mark the other graves in the 
cemetery. There are no undead here. 


10. Mount of Olives Baptist 
Church. The town pastor is a mild- 
mannered man named Reverend 
Jessup Hawkins. Services are nor- 
mally Sunday mornings at 8:30 and 
Wednesday evenings at 7:30. Rev. 
Hawkins lives in Grafton, where he 
serves a larger church. Due to the 
weather, he is not in Falls Run dur- 
ing the adventure. 


Beside the church is an open lot, 
which on Thursday mornings holds 
the local farmer's market. Due to 
inclement weather, the market will 
not be held during this adventure. 


11. Fisher Residence/Smithy. 
The town blacksmith, Al Fisher, lives 
and works here with his wife Denise 
and their four children. 


12. Wells Residence. Constable 
David Wells lives here with his wife 
Rhonda and their six young children, 
aged six months to 10 years. 


David Wells: AL LG; AC 10; MV 
12; Tradesman 1 (Detective); hp 5; 
THACO 20; #AT by weapon; Dmg by 
weapon; S 15, D 12, C 12, I 14, W 13, 
Ch 11; ML 14; navy pistol or repeat- 
ing rifle. 

Constable Wells was responsible 
for investigating the disappearance of 
Edward Gravits last year. If pressed 
to remember the course of his investi- 
gation, he might provide some or all 
of the following clues, though his 
investigation was ultimately unsuc- 
cessful: 

e Folks in town remembered see- 
ing Gravits because he was always 
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asking questions—mostly harmless 
questions, of course, and the people 
who remember him asking more prob- 
ing questions did not reveal that fact. 

* Gravits was often seen walking 
around town and through the woods, 
as if he couldn’t sit still for more than 
an hour, The people of Falls Run, 
whose lives are pretty slow, found 
that pretty amusing. 

e Doris Cutler (see area 8) appar- 
ently tried to tag along with Gravits 
a lot, and she gave Wells some infor- 
mation. Gravits told her that he was 
frustrated and angry because he was 
supposed to see his fiancée for 
Christmas. Gravits also told her that 
he thought something was fishy in 
Falls Run, but he would not explain 
himself any further. 

Constable Wells is also the only 
person in Falls Run who knows the 
truth about how the McCullen family 
was killed during the Easter fair of 
1889, Their throats were not slit, as 
all the news reports claim; in fact, 
their bodies were horribly mauled 
and mangled, as if by a huge wild 
animal. The constable made the deci 
sion not to tell anyone in town of tl 
fact, preferring not to arouse a panic. 
It's been a year and a half since that 
incident and, to his knowledge, no 
similar attack has occurred, so he 
feels that his decision was justified. 


13. Korek Residence/Doctor’s 
Office. Doctor Howard Korek lives 
and runs his practice here. His wife 
Louise acts as his secretary, and they 
have a toddler son, Thomas. This 
house is the finest in town, possessed 
of all the amenities (indoor plumbing, 
a coal furnace, a separate bedroom 
for the baby). Dr. Korek is also the 
only man in town who owns a horse- 
drawn buggy, which he uses to go to 
the Presbyterian church in Grafton 
on Sunday mornings. Some folks in 
the town don’t like the fact that Dr. 
Korek doesn’t worship in the Baptist 
church, and they call him an atheist. 
The house is set up on the hill, sur- 
rounded by trees, though still visible 
through the bare branches. 


14, Miller Residence. T.J. Miller, 
a miner, lives here with his wife Sue 
and their four children, Unbeknownst 
to her husband, Sue is a member of 
the Sleeping Wolf. 


15. Kranken Residence. Robert 
Kranken, a miner, lives here with his 
wife Irene and their four children. 
Their house was the site of a grisly 
mass-murder in Easter of 1889, when 
the McCullens, a family of nine, were 
slaughtered by the wolfwere Jessik. 
The Krankens know about the mur- 
der, but no details. They moved to the 
community after it happened. The 
terrible incident makes them ner- 
vous, but they've lived in the house 
over a year with nothing but bad 
dreams to show for it. 


16. Lukas Residence. Larry 
Lukas, a miner, lives here with his 
wife May and their son Chester. 
Larry is a habitual drunkard. 


17. Wyatt Residence. Nathaniel 
Wyatt, a miner, lives here with his 
wife Agnes and their four children, 


18. Turner Residence. Reuben 
‘Turner, a miner, lives here with his 
wife Doris and their four children. 
Reuben often plays the fiddle at the 
Sleeping Wolf and organized the 
party to bring aid to the derailed 
train, The Turners believe their house 
is haunted, 


19. Coal Company/Telegraph 
Office. This building is the local 
administrative office of the Zorex 
Coal Company. One room also houses 
the local telegraph office, operated by 
Clyde Johnsson (see area 20), The 
telegraph office is open only during 
daylight hours, though Johnsson can 
be awakened in an emergency. 

Johnsson can wire the railroad 
company at any time—upon the 
arrival of the refugees, or the next 
morning—but thanks to the weather, 
there’s not much the railroad can do. 
He sends this telegram free of charge, 
but any other telegrams which do not 
qualify as emergencies are subject to 
the normal cost of five cents a word. 

‘The coal company agent, Jack 
Huggins, lives in Grafton and com- 
mutes to Falls Run daily. He is not in 
Falls Run during the adventure due 
to the inclement weather. 

The office has a small printing 
press, which Johnsson uses to put out 
a one-page “newspaper” (gossip rag) 
every week. If the PCs enter the 
office during normal hours, they meet 
Johnsson coming out of the press 


room, wiping black stains off his fin- 
gers onto his printer’s apron. Because 
of his aversion to printer’s ink, 
Gravits does not appear anywhere in 
this building while the PCs are there. 
He does destroy the telegraph during 
the adventure but will not enter the 
other rooms. You may wish to high- 
light this fact by describing the mir- 
ror which hangs on the back of Mr. 
Huggins’ door—a mirror in which 
Gravits’ reflection does not appear. 

If the PCs flip through old copies 
of Johnsson’s gossip rag, The Falls 
Rundown, they have a cumulative 
20% chance per hour of finding an 
important news clipping. If they 
specifically look for reports of the 
crash a year ago, they can easily find 
those two articles, but they miss the 
other one (detailing the MeCullen 
family massacre). 


20. Johnsson Residence. Clyde 
Johnsson, the telegraph operator, 
lives here with his wife Susan and 
their five children. 


21. Cordingham Residence. Ron 
Cordingham, proprietor of the 
Sleeping Wolf, lives here next to the 
bar and grill with his wife, Joellen. 
They have three children. Ron is a 
member of the Sleeping Wolf. 


22. The Sleeping Wolf. This bar 
and grill is the only public eating 
establishment in town, set right off 
the main road where Falls Run Road 
meets it, The inn’s proprietor, Ron 
Cordingham, belongs to the Sleeping 
Wolf qabal. 

‘The Sleeping Wolf is a square, sin- 
gle story building with a basement 
and a roof that seems to slump lazily 
to one side. 

The ghost of Edward Gravits 
appears in reflections here almost 
constantly if the PCs spend any time 
in this place at night. Fleeting 
glimpses appear in spoons, glasses, 
windows, and dishes. This is particu- 
larly true during the later part of the 
adventure. This is Gravits’ way of 
hinting to the PCs that they are close 
to unearthing the truth. 


22A. Main Room. Read the fol- 
lowing description to the players 
when they enter: 
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‘Cellar 


The Sleeping Wolf 


1 square = 5 feet 


Dim, flickering kerosene lamps 
barely hold back the shadows in 
this spacious room. A few men hud- 
dle at the bar, trying to stay warm 
by keeping close together and 
drinking far too much. Three tables 
are spread haphazardly around the 
floor, and a couple more men sit 
there, preferring cold isolation to 
warm socializing. A billiards table 
is set up near the right-hand wall, 
just below a window that does little 
lo keep out the bitter wind. 


One door lead: the basement. 
PCs may notice this when one of the 
Cordingham children comes up from 
the kitchen with some food. 

The number of patrons here 
depends on the time and day. The bar 
and grill is closed on Sundays (by 
law), but the Sleeping Wolf group 
meets in the cellar on Sunday after- 
noons. During the adventure, at least 
three men (1d6+2) from the train 
wreck are here whenever the place is 
open—from 2 P.M. until 2 A.M. every 
day except Sunday. Ron Cordingham 


tends bar and oversees the kitchen 
most of the time, with all three of his 
teenage children and his wife (see 
area 21) helping out in the kitchen 
and serving food. Sometimes Ron Iler 
fills the role of bartender in Ron 
Cordingham’s absence. Reuben 
Turner often plays his fiddle here, 
keeping customers entertained while 
they eat, play craps or billiards, and 
purchase essential supplies. Ron 
Cordingham’s black cat familiar, Zody, 
is here whenever he is, though it wan- 
ders freely around the room rather 
than staying close to its master. 


22B. Cellar Doors. These doors 
predate the building of an indoor 
staircase down to the cellar and are 
rarely used any more—except when 
the members of the Sleeping Wolf 
must meet without going through the 
main room (area 22A), If the group 
meets on a day other than Sunday, 
the cellar doors are cleared of snow 
and footprints may be visible in the 
snow around them. The doors open 
noisily, immediately alerting anyone 
in the kitchen. Squeaky wooden steps 
lead down from the cellar doors to 
another locked door that leads into 
the kitchen. 


22C. Kitchen. When the Sleeping 
Wolf is open, the kitchen is noisy and 
full of commotion as three teenagers 
and a rather large woman try to work 
around each other in a pitifully small 
space, A locked door in the east wall 
leads to the stairs beneath the cellar 
doors; another door in the south wall 
leads to the pantry. Stairs set against 
the north wall of the room lead 
upstairs to the main room, A plain 
blue blanket hangs against the west 
wall right next to the stairs, partly 
concealing a door behind it. This con- 
cealed portal leads to the qabal’s 
meeting place (area 22E). 


22D. Pantry/Storeroom. Six 
rows of shelves line the four walls of 
this room, except where the door 
leads in. All sorts of dry foods are 
stocked on the shelves, as well as 
extra liquor for the bar upstairs. A 
huge ice chest occupies most of the 
floor space, making it somewhat diffi- 
cult to squeeze around to get to the 
shelves. The ice chest holds meats 
and other perishable goods, The 
Sleeping Wolf also serves as a store 


for staples and necessities; customers 
ask for what they need upstairs, and 

one of the Cordingham teens fetches 

it from this room. 


22E, Sleeping Wolf Meeting 
Place. Read the following description 
to the PCs when they enter: 


A horrific form comes into view. 
Tt must have been human once, but 
its dry skin is stretched tight over 
its bones, and a clawlike hand is 
extended towards you as its empty 
eye sockets seem to leer in your 
direction. 


A fear check is certainly appropri- 
ate at this time. However, any PCs 
who are not sent screaming quickly 
realize that the apparently undead 
creature is, in fact, harmless. It is the 
embalmed body of Edward Gravits, 
stuffed and mounted here for the 
qabal’s amusement. 


Looking more closely now, you 
can see that the menacing figure is 
not actually moving, nor is it 
alive—it appears to be a stuffed, 
embalmed human corpse. The 
man’s face must have been young in 
life, his features handsome—though 
it is hard to be sure when gazing at 
this gruesome mockery. His cheek- 
bones are high and pronounced, his 
eyes deep-set, and his hair is long 
and unkempt. His naked body bears 
horrible marks of burns and cuts, 
bloodless now, but certainly painful 
and gory when they were inflicted. 


Now a horror check is in order, as 
the magnitude of what has been done 
to Gravits sinks in, 

When the characters are ready to 
explore the rest of the room, this is 
what they see: 


Two heavy black iron cande- 
labras flank the embalmed corpse, 
and two more stand on the other 
side of the room, on either side of 
the door through which you entered. 
Beside a couch against one wall, a 
stuffed wolf stands eyeing you. 
Another couch rests in the opposite 
corner of the room, facing a massive 
iron safe. On top of the safe is a 
stack of cards, like playing cards 
but decorated with gruesome and 
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occult imagery. A rug adorned with 
a strange, twisted pattern covers 
the floor in the center of the room. 


The stuffed wolf is harmless and 
not quite grisly enough to have the 
same effect that Gravits’ corpse had. 
The cards on the safe are used by Bill 
Cutler for divinations and other 
occult rituals. The safe contains the 
group's spellbooks (detailed in the 
sidebar on page 58). 


Events in Falls Run 


Wednesday, December 24, 
morning. The PCs awake to find the 
town buried in several feet of snow. 
For the most part, people are staying 
home, though they can get around 
town well enough. The mines are 
closed, school is out for the holidays 
anyway, and Rev, Hawkins wires from 
fton that he is not able to lead 
ristmas Eve services tonight, and 
quite possibly not Christmas morning 
services tomorrow either. It continues 
snowing throughout the day, though 


The withered corpse of Edward Gravits “guards” the 


a i 


not as hard as during the night 
Visibility in town during the da 
equivalent to a moderate fog on Table 
62 in the Player's Handbook. 

A crew of women arrives at the 
church early in the morning to fix 
some breakfast for the stranded pas- 
sengers. David Wells, the town con- 
stable, is quick to stop by to greet the 
train passengers; he is a friendly fel- 
low and spends a good deal of time 
chatting with many different people. 
Ellen Hood can be seen doing some 
cleaning around the place, trying to 
keep up with the unusually high traf. 
fic in the church building. The festive 
atmosphere of the previous evening 
continues throughout the morning. 


Noon. The folks of town have a 
covered-dish supper at the church, 
with enough food for everyone in 
town as well as the stranded passen- 
gers. Plenty of food is left in the 
church's iceboxes to tide folks ove 
through dinner tonight as well. This 
is a good opportunity for the PCs to 
meet the townsfolk and hear some 
gossip (see the “Rumors” sidebar on 


lair of the Sleeping Wolf qabal. 


page 60). Everyone in town is pre 
sent, except for Phil Dexter, Joe 
Walker, and Bill Cutler—all members 
of the Sleeping Wolf. 

Around this time, Phil, Joe and Bill 
head up the road toward the mines 
(Phil and Joe telling their wives th: 
Phil saw some wolves and they we 
going to try to shoot them). They have 
a planned rendezvous with Jessik, the 
wolfwere master of the Sleeping Wolf, 
in the woods near the entrance to the 
coal mines. They are there for several 
hours. The men return home after 
dar und six o'clock, Their tracks 
are visible in the snow for five hours 
after they are made—so the tracks to 
the woods visible until 5 P.M., and 
the tracks from the mines are visible 
until 11 P.M 


30 v.m. Night comes early this 
time of year, and the wolves can be 
heard howling again. The clouds occa- 
sionally part to reveal the almost-full 
moon, though the snow continues 
Wherever the PCs are, Gravits is 

there as well. At this time, he is sub- 
tle—he moves objects slightly when 
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no one is looking directly, just so they 
catch a glimpse of movement from 
the corner of their eyes. At some 
point after sunset, during a lull in 
the characters’ activities, hand a note 
with the following description on it to 
one of the players: 


You happen to notice your reflec- 
tion in a mirror. Only the reflection 
you see is not yours, but the visage 
of a tall and thin young man, clean- 
cut and handsome, with sunken 
eyes and protruding cheekbones, 
his face contorted with grief. 


A horror check is appropriate if 
the character is seeing Gravitz for 
the first time. This event should hap- 
pen to more than one PC, in different 
reflective surfaces (the lid of a pot, a 
window pane, a drinking glass or a 
spoon, ete.) over the course of the 
evening. 


7:30 P.M. At this time, most of the 
folks of town return to the church 
once more, this time gathering in the 
sanctuary to sing Christmas hymns 
and carols (in the absence of their 
pastor). Virtually every resident of 
Falls Run is present, with some 
important exceptions. The members 
of the Sleeping Wolf are having a spe- 
cial meeting in the cellar of the 
Sleeping Wolf bar and grill, their 
usual meeting place. Several other 
folks are drinking at the Sleeping 
Wolf: Reuben Turner is there, play- 
ing his fiddle; Nathaniel Wyatt, Larry 
Lukas, Peter Hood, Dr. Korek, and 
T.J. Miller are there, and Ron Iler is 
acting as bartender in Ron 
Cordingham’s absence. Several of the 
passengers from the train are also in 
the bar. Louise Korek is home with 
her baby. Everyone else in town is at 
church, so this could be a way for 
carefully observant PCs to learn 
which townsfolk are members of the 
Sleeping Wolf. 

If the PCs visit the Sleeping Wolf 
at this time, they notice tracks in the 
snow leading from behind the build- 
ing around to the cellar doors, which 
have been cleared of snow recently. 
The members of the group use the 
outside cellar doors so that the bar 
patrons (including the husbands of 
two of the members!) do not see or 
hear them enter the basement. If the 
PCs ask Ron Iler what is downstairs, 


he shrugs and answers, “The kitchen 
and storeroom. Why?” 

If the PCs try the cellar doors at 
this time, they find the downstairs 
door into the kitchen locked. Ron 
tries to prevent them from going 
down via the inside stairway. 

The group members are meeting 
because they are concerned at the 
way in which history seems to be 
repeating itself, Last year, Edward 
Gravits was dangerously close to dis- 
covering the existence of the Sleeping 
Wolf, and the members wish to make 
sure that it does not happen again. If 
the PCs have spoken to any of the 
members in a way which might sug- 
gest that they know about Gravits’ 
disappearance or suspect that some- 
thing strange is going on in town, the 
group takes action to make sure the 
PCs do not get any closer (see the fol- 
lowing event. 


11:00 p.m. This event occurs only if 
the Sleeping Wolf knows the PCs are 
on to them, as described above. 

Sue Miller, noted for her injudi- 
cious use of charm person spells, 
finally puts the spell to good use. If 
the PCs have put a lot of trust in 
another passenger from the train or 
any other NPC, she uses the spell on 
that NPC; otherwise, she uses it on a 
randomly-chosen PC, You should 
select a character run by someone 
who is an excellent role-player, 

If it is possible for Sue to approach 
her chosen victim without being seen 
by any other PCs, she does so imme- 
diately after casting the spell. 
Otherwise, she waits and tries to 
catch the character alone sometime 
during the next day. She simply 
approaches this character as a friend 
and, in the course of conversation, 
tries to draw out everything that the 
PCs know about the existence, activi- 
ties, and membership of her qabal. 

If, at this point, the PCs know 
enough about the Sleeping Wolf that 
Sue’s somewhat paranoid mind would 
think there is reason to be concerned, 
the qabal takes action against the 
PCs the following day (see 12:00 
Noon). 


12:00 Midnight. Edward Gravits 
wrecks the telegraph office—mainly 
to increase the PCs’ sense of isolation 
and urgency. The equipment is dam- 
aged beyond hope of immediate 


repair; Clyde Johnsson can do the 
work, but he’ll need parts from 
Grafton to do it. If the PCs have not 
already gotten information about 
Gravits’ disappearance, you should be 
sure they can get some of the same 
information from local sources—from 
Johnsson’s gossip rag (see area 19) or 
from talking to David Wells. Gravits 
does not touch the room with the 
printing press or the coal company 
office. 


Thursday, December 25, morn- 
ing. The snow has not: let up and is 
now three feet deep. All tracks from 
last night are completely covered by 
now. Visibility is still limited, as by 
moderate fog. The church women (the 
same group who made the soup the 
first night) prepare a massive egg 
breakfast for the train passengers 
around 9 A.M., but the rest of the 
townsfolk are home celebrating the 
holiday. With Rev. Hawkins stranded 
in Grafton by the snow, there are no 
church services on this day. 


12:00 Noon, Depending on what 
Sue Miller learned during the night 
(see the 11:00 p.m. event), the 
Sleeping Wolf may take action 
against the PCs at this time, Bill 
Cutler, armed with a shotgun, 
attempts to get. the PCs alone and 
kill them. If the PCs head to the 
mines, they may meet with a deadly 
accident in the mine shaft elevator. If 
they wander in the woods or any 
other isolated place, they find them- 
selves under attack by Cutler, firing 
from cover if possible. If they break 
into the Sleeping Wolf and discover 
Gravits’ body, Cutler is right behind 
them and does not hesitate to fire on 
them in the cellar, Cutler stalks them 
for the entire day, if necessary, wait- 
ing for them to be away from others. 
But the day passes quickly, while the 
night seems to stretch on for weeks. 


5:30 P.M. The sun has set already, 
and once more the howling of wolves 
can be heard, closer tonight than ever 
before. If the PCs have not uncovered 
the Sleeping Wolf yet, Gravits is get- 
ting impatient and agitated. He 
appears regularly throughout the 
night, in any and every refl 
face the PCs see. He moves large 
objects in full view of numbers of peo- 
ple, renewing the sense of panic that 
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the passengers experienced on the 
train. The length of the storm, the 
fact that they are spending 
Christmas away from their fam 
and the supernatural happenings 
combine to weigh very heavily on the 
wreck survivors. Arguments and 
tears break out frequently in the 
church fellowship hall. 

Any PC charmed by Sue Miller 
does not see Gravits’ reflection in 
place of his or her own for the dura- 
tion of Sue’s charm. 


S, 


9:00 P.M. While Gravits is getting 
impatient for the Sleeping Wolf to be 
discovered, the qabal is getting ner- 
vous about the PCs. If Sue Miller was 
successful in charming a PC or NPC, 
she visits that character around 9 
P.M. She tries to approach the individ- 
ual in private; if that is not possible, 
she simply whispers in the person's 
ear and asks to have a word in pri- 
vate with him or her. She steps out- 
side with the character, where Phil 
Dexter is waiting to knock the char- 
acter out and drag the PC off to the 
group's meeting place. Abilities and 
combat statistics for Phil and Sue are 
given in the sidebar on pages 56-58. 
Phil Dexter is hiding in the shadows, 
is proficient with the club (blackjack), 
and has the backstabbing ability, so 
he attempts to knock the character 
unconscious first. The character 
receives a —4 penalty when rolling for 
surprise, because Phil is hiding in the 
shadows (—2), and there is both little 
light (-1) and heavy snowfall (1). 
Attacking with surprise, Phil receives 
a +4 to hit, the character cannot 
dodge, and a successful attack roll 
forces the character to make a saving 
throw vs. paralyzation or fall uncon- 
scious. Note that the charm person 
spell is broken only if Sue Miller 
takes overt action to harm the char- 
acter, If Phil handles the character 
alone, the charm remains in effect. 

If the character is successfully cap- 
tured, Phil and Sue bring the uncon- 
scious PC to the cellar of the Sleeping 
Wolf bar and grill. At this point, the 
other PCs had better hurry and find 
the group’s meeting place, or their 
companion will die. (You can set the 
time of the captured character's 
death based on how well the others 
are doing, or—the better option— 
allow the PCs to save their friend “at 
the last minute.”) 


Bill Cutler remains in the cellar to 
guard the unconscious and bound PC 
while the other group members try to 
go on with their normal lives. 

Beyond this point, use whatever 
prodding is necessary to get the PCs 
to the group’s meeting place. 
Remember that Gravits cannot com- 
municate except by his appearance in 
a reflection, but he certainly contin- 
ues to haunt the PCs until justi 
done. Constable Wells could conceiv- 
ably remember an important but 
overlooked detail and run to tell the 
PCs. Doris Cutler could find some- 
thing incriminating in her parents’ 
room and share the information with 
the PCs. 

When the PCs have their final 
showdown with Bill Cutler, consult 
his attributes in the sidebar on page 
56. He does not surrender under any 
circumstances, nor does he flee if the 
PCs have seen the interior of the 
group’s meeting room. 


Justice and Rewards 


The embalmed body of Edward 
Gravits in the basement of the 
Sleeping Wolf bar and grill is the best 
evidence that the PCs can acquire, 
and this alone can lead to the arrest 
of the Sleeping Wolf qabal. When the 
PCs do bring evidence to David Wells, 
they had best be prepared to list all 
seven members of the Sleeping Wolf, 
who are promptly rounded up and 
arrested (Wells gathers a posse to 
help take them all into custody). If 
any member of the group is over- 
looked, revenge is certain. 

Anyone whom the PCs can conclu- 
sively identify as a member of the 
Sleeping Wolf is arrested for the mur- 
der of Edward Gravits, tried and 
(probably) convicted. The most likely 
penalty for murder is death by hang- 
ing. If the PCs killed any member of 
the group, they too are tried on mur- 
der charges but are most probably 
acquitted on the grounds of self- 
defense. If you wish to make their 
lives more difficult, it is possible to 
throw any number of wrenches into 
the legal happenings here. 

The arrest of a majority of the 
members, including Bill Cutler, lays 
Edward Gravits’ ghost to rest and 
ends the snowstorm. Within a day, 
the railroad sends another train to 
take the passengers on to Cincinnati, 


and they can spend a belated holiday 
with their families. If the PCs are not 
tied up in legal proceedings, they may 
do the same. 

The story is sensationalized in the 
regional press, reaching newspapers 
as far as Baltimore and Cincinnati. 
The PCs become famous for a day, 
and the town chips in to present a 
goodwill offering of $300 to the party 
in thanks for their work. Their fame 
is short-lived, but it may arouse the 
attention of important figures in the 
area, including Jessik, possibly a good 
qabal in the area, or any other NPCs 
you wish to introduce. 

Since the arrest of the Sleeping 
Wolf members constitutes the release 
of Gravits’ ghost, the story award for 
the adventure is the experience 
award for defeating the ghost: 2,000 
XP. Since combat is not a major part 
of this adventure, it is highly recom- 
mended that you give individual XP 
awards to players who role-played 
well and had good ideas (for ideas, 
see Table 33 in the DUNGEON MASTER® 
Guide). An award of 500 XP per char- 
acter is not inappropriate. Of course, 
if any of the qabal members were 
killed or captured by the PCs, award 
experience for them as well. 


Further Adventures 


This adventure creates numerous 
possibilities for follow-up adventures 
in the area or elsewhere. If any 
adepts escaped arrest, their plans for 
revenge could lead to further adven- 
tures. If the PCs took the Sleeping 
Wolf's spellbooks, an evil adept’s 
attempt to steal the books could be 
the focus of another adventure. Of 
course, there is the fact that the 
adepts serve a higher master yet to 
investigate; Jessik could lead the 
adventurers on a merry chase 
through the woods of West Virginia, 
and into many more adventures, until 
they have gained enough power and 
experience to confront him. And 
Jessik is only a demilord—he himself 
is only a servant of a greater 
wolfwere lord with his own personal 
goals. These directions could form the 
basis for an entire campaign in 
Gothic Earth. Q 
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EYE OF THE STORM (continued from page 29) 


usable up to seven times/day, though 
only one can be in effect at a time: 
chain lightning, gust of wind, fog 
cloud, and darkness 15' radius. The 
thunder children will use these spells 
effectively against PCs on rooftops, 
toting lightning rods, or otherwise 
scattered by the storm. The thunder 
children can change into gaseous 
form at will and are able to sense the 
fear of their victims within 120 feet. 
The thunder children will play upon 
the heroes’ instinctual fear of storms, 
as well as frighten the cowering 
villagers and perhaps even fly up and 
tear free lightning rods that the PCs 
managed to secure, 


Aftermath 


Whatever the outcome of the PCs’ 
efforts, the storm moves on after half 
an hour, With it go any surviving 
thunder children, along with 
I hos, who slings his satchel of 
jangling metalwork under his arm 
and—whistling—moves on to the 
next unsuspecting town. If the heroes 
confront Portrathos on his intentions, 
his past, or his opportune appearance 
only moments ahead of the storm, 
the elementalist will admit to being a 


curious wizard who tracks the raging 
skies in an effort to bring relief to 
those in range of the storm. If the 
characters see through his charade 
and attack, Portrathos most likely 
teleports to a safer locale; the wizard 
is no fool and does not engage a 
group of adventurers in battle unless 
he knows he can win, He more than 
likely vanishes like the howling 
winds, only to return to torment the 
heroes another day. 

If injured for more than 10 hp 
damage, the air elementalist 
summons forth an air elemental to 
level the town while he makes good 
his escape. Once the wizard has gone, 
the summoned elemental becomes 
free-willed and has a 25% chance of 
returning to its home plane. 
Otherwise, it attacks the heroes and 
the village until the storm ebates, the 
village is flattened, or the elemental 
is reduced to 25 hp or fewer. 

Air elemental: INT low; AL N; 
AC 2; MV fly 36 (A); HD 16; hp 85; 
THACO 5; #AT 1; Dmg 2d10; SA 
whirlwind; SD +2 or better weapons 
to hit; SZ H (16' tall); ML 17; XP 
11,000; MM/99. 

When the air elemental “attacks” 
a building, it automatically inflicts 


143 structural points of damage each 
round. Air elementals and thunder 
children are hated enemies and 
attack each other on sight. Any battle 
waged between the two is 75% likely 
to inflict collateral damage to the 
village unless the PCs take 
preventive action. 

As a reward for their timely 
efforts, players receive 500 XP for 
each building that they successfully 
protect during the storm. This is a 
tricky task, as the thunder children 
will do what they can to spoil the 
party's efforts. For every building 
that survives the onslaught but takes 
partial structural damage, 500 XP 
are added to the total. In the best- 
case scenario, the party gains 4,500 
XPs for saving every building in 
Lonethistle, plus 8,000 XP for the 
quartet of thunder children, and 
perhaps even more if they somehow 
collar Portrathos and stop his 
rampaging elemental, 

Tf the town is left standing, the 
heroes will gain Thornwicket’s favor. 
They will always find solace in the 
village of Lonethistle. If they let 
Portrathos slip away, the demented 
elementalist could menace them 
again in the future. Q 


Thunder Children 


Thunder children are malicious 
creatures that come out to “play” 
during violent thunderstorms. These 
“children” are shiny black, gaunt 
humanoids with slender limbs and 
vestigial wings. They have human- 
like visages, pointy ears, and tiny 
horns on their temples. Their eyes 
are pupilless and flash with light- 
ning. Their language consists of 
howls, booms, and crackles, but 
thunder children are known to speak 
Common as well. 

Combat: A thunder child usually 
bites with its fanged mouth. In addi- 
tion to suffering 2-16 hp damage, 
the victim must make a successful 
save vs, spell. Failing the roll inflicts 
an additional 10 hp of electrical 
damage. 

Each thunder child can cast the 
following spells at the 7th-level of 
ability: chain lightning (emanating 


from its eyes), gust of wind, fog 
cloud, darkness 15' radius, Bach 
ability may be cast seven times per 
day, though only one spell may be in 
effect at any given time. Thunder 
children sense fear within 120 feet 
and can assume gaseous form at 
will, appearing as small black storm 
clouds. 

During violent storms, thunder 
children delight in loosening doors 
and windows, banging shutters, 
flinging small outdoor objects about, 
and doing other things that heighten 
their victims’ terror. The thunder 
children feed on this fear. 

Any round in which a thunder 
child attempts to frighten its victim, 
the victim must save vs. paralyza- 
tion. Failure indicates that the vic- 
tim is overcome with fright and loses 
1 point of Wisdom. If the victim’s 
Wisdom drops to 0, he dies of fright 
unless a save vs. death magic is suc- 
cessful. A surviving victim recovers 


Wisdom at a rate of one point every 
12 hours. 

‘Thunder children Move Silently 
and Hide in Shadows, each at 70% 
ability. They are also immune to fear. 
Thunder children have 120! infravi- 
sion and can see even through magi- 
cal darkness. 

Habitat/Society: Thunder chil- 
dren lair in little caves hollowed out 
from storm clouds that have been 
magically fortified the same way as 
cloud giant “islands.” 

There are no sexes among thun- 
der children. They reproduce by fly- 
ing into storm clouds and getting hit 
by lightning. If the creature makes 
its save vs. spell, a half-strength 
thunder child is born, If the creature 
fails its save, it dies. Thunder chil- 
dren have no leaders, acting together 
because it is advantageous to do so. 
Djinn, pegasi, storm giants, cloud 
giants and air elementals regard 
them as enemies. 
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amount. Ruben is a loud, obnoxious 
fellow who always has to be the cen- 
ter of attention. He has little patience 
and less manners, being gruff and 
blunt. At the time of the encounter, 
he is fed up with Doliver and is quite 
ready to begin breaking the little 
guy’s bones to make him cooperate. 

Duron Demark: AL CE; AC 4; 
MV 12; T5; hp 18; THACO 18; #AT 1 
Dmg by weapon type; D 18, Ch 15; PP 
60%, OL 55%, FRT 5%, MS 70%, HS 
65%, DN 15%, CW 60%, RL 0%; ML 
14; XP 175; leather armor, short. 
sword, three daggers, 1 pp, 2 gp, 8 sp, 
4 cp (in belt pouch). 

Duron learned from an early age 
that he had a special gift that could 
earn him a profitable living: a golden 
tongue. From the tender age of five, 
he has been using his natural charm 
and guile to strip others of their 
wealth while lining his own pockets. 
Duron is quiet and reserved, prefer- 
ring not to reveal too much of himself 
to anyone before he is ready to begin 
his small performance. He hides his 
true emotions well. An opportunist, 
he recognizes Doliver’s immense 
value and has so far talked Ruben 
into letting the leprechaun live. 

Doliver Treemoss (leprechaun): 
INT exceptional (15); AL N; AC 8; MV 
15; HD 2-5 hp; hp 3; THACO 20; #AT 
1; Dmg nil; SA polymorph non-living 
objects; SD invisibility at will, create 
illusions at will, ventriloquism spell 
at will; SZ T; ML 11; XP 270 (if res- 
cued); MM/220. 

The PCs should not be awarded 
XPs if Doliver is killed in the attempt 
to release him. If the PCs purposely 
kill him, the DM is encouraged to 
deduct experience from good-aligned 
characters, within the range of 200- 
300 points. 


Concluding the Adventure 


Once the PCs have set Doliver 
free, Cecil thanks them heartily, a big 
smile on his face. He has no compen- 
sation to give the PCs at present, but 
they have forever earned the trust 
and respect of the Treemoss clan. The 
Treemoss clan can be as little or as 
great a help to the PCs as the DM 
desires. Perhaps the clan gives the 
PCs a place to stay, or perhaps the 
leprechauns collect magical items to 
give the party when they come to 
visit. (The magic items, if any, should 


THE LITTLE PEOPLE (continued from page 51) 


be relatively minor trinkets, and 
some may have strange “tweaks” or 


For successfully setting Doliver 
free, the PCs should be given a story 
reward of 350 XP each. Players who 
acted particularly in character during 
the session might be given a small 
bonus of 50 XP or so, to encourage 
good roleplaying. If Ruben and Duron 
are subdued instead of killed, each 
player should receive another bonus 
of 25 XP. 

‘There are many possible follow- 
ups to this adventure, Both Ruben 
and Duron are wanted highwaymen 
who have small bounties on their 
heads (however large the DM desires) 
in nearby towns, If the PCs want to 
collect the rewards, they must escort 
the brigands to these towns, thwart- 
ing their persistent attempts at 
escape. If Ruben and Duron are 
killed, the PCs might come up 
against the Brigands of the Dark 
Blade, a lawless group of cutthroats 
and thieves known to operate in 
these parts. Both Ruben and Duron 
are members of this nefarious legion. 

Then there is the matter of the 
magic dead clearing—a small mys- 
tery that might be very significant, 
What event created the dead magic 
zone? Perhaps a battle between rival 
wizards stripped the land of all its 
enchantment. Maybe the zone is only 
a harbinger of greater problems, with 
the world slowly dying as all the 
magic in it is drained by some sinis- 
ter, malicious entity or organization. 


Dead Magic Zones 


A dead magic zone is a mundane 
patch of ground where magic just does 
not operate. Dead magic zones occur 
regardless of terrain and are normally 
undetectable. Spellcasters and crea- 
tures with innate magical abilities 
develop a dull headache the moment 
they walk into one of these zones, per- 
sisting until they leave the affected 
area, Dead magic zones have no defi- 
nite size or shape, though the one in 
this module is a 30' diameter circle. 

No one really knows why magic 
does not operate in certain areas; it 
just doesn’t. (If this adventure is used 
as part of a FORGOTTEN REALMS® cam- 
paign, the answer to the origin of 
these zones probably traces back to 
the Time of Troubles.) Many sages 


speculate that there exist places 
where the weave of magic tears asun- 
der—like an old shawl frayed and 
rendered useless over time. 

Dead magic zones have profound 
effects on game play. Summoned or 
purely magical creatures, such as 
unseen servants or golems, are dis- 
pelled or rendered inert upon enter- 
ing the vicinity. Clerics, mages, and 
creatures with innate abilities find 
themselves unable to draw upon their 
magic. This loss, however, isn’t 
detectable until an actual spell or 
spell-like ability is employed. Spells 
memorized are not lost in the 
attempt, as they are never really 
started. Magical weapons and armor 
act as their normal counterparts, los- 
ing all magical bonuses and benefits. 
while magical items (such as potions 
and wands) do not function at all. 

Any permanent affects or duration 
spells cast on a person entering a 
dead magic zone (such as armor, 
invisibility, and stonekin spells) are 
instantly removed. Such spells do not 
“come back on” once a person leaves 
the zone and must be recast. Spell 
effects cannot be cast into a magic 
dead zone, stopping just short of the 
boundary. This includes area of effect 
spells such as fireball. Note that per- 
manent effects that expire instantly 
are not reversed or negated by the 
field, For example, a fighter who just 
had his wounds magically healed 
would not get his gashes back when 
entering the dead magic zone. Q 
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